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COMMUNITY “MAGAZINE 


Welcome dear readers, to Issue #27 of the World of Warcraft Community Magazine! Hallowe'en, Nightmares, and 


Loot? Oh My! The time of spooky is upon us, so we have dug up some spooktacular things for you to check out. 


This issue we look at some of lore behind the Nightmare that we are raiding in. We also have insights into the a few of 


the Artifact Weapons we are all grinding AP for (and, no | do not mean attack power, all you vanilla players can relax). 


Be sure to listen into the links for podcast episodes from Hearthcast, Tauren Think Tank, 
Realm Maintenance, Training Dummies, Horde For Life, Bind on Equip, The GameCase Show 


and Looking for Roleplay! Support your community with these phenomenal folks. 


Thanks for reading and from the WoW Community Magazine staff, have a safe and happy Hallow's Eve! 


reer fel L Dugan 


Steve Greenfield 
Managing Director Leanne Dugan 


www.gameonmag.com/wow Editor 


E-mail: wowfagameonmag.com o£ wW 
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WE WANT YOU! 


We are seeking out people who would like to: 
Write guides/pen articles/create artwork/ 
take in-game photographs. 


If you would like to apply for any of these 
positions, please fill in the form at: 


www.gameonmag.com/url/staff 


Please note: these are voluntary positions 
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HOPES AND FEARS 


Below are some of the speculations and offerings of 
much internet and in game research, in pure spirit of 
the season and creepiness. Other spooky finds can be 
found throughout the World of Warcraft. Some examples 
of these are the upside-down sinners in Karazhan 
Crypt, the Human Seedling questline, the Hallow’s End 
World Event, the Kobold human skin tents, the Tirisfal 
Glades Children of the Corn, the Trapper in Grizzly 
Hills, and the Sweeney Todd of Stormwind. Below are 
just a few of the spooky finds and stories that either 


interest me or creep me out! Enjoy and happy hunting! 


KIDS IN GOLDSHIRE 


Also known as the ‘C’thun Kids,’ ‘Creepy Children,” 
‘Devil Children,’ or ‘Demon Children,’ all which sound 
so nice. These mysterious children are located in 
Goldshire: Elwynn Forest the leatherworking shop on 
the top floor there are occasionally six children that 
arrange themselves in a very specific pattern. This 


pattern if you look closely and draw lines between 
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children forms a pentagram. Interestingly enough they 


all have 80 hit points and They stay in formation running 
to and from Goldshire and Stormwind. With the sound 
up you will hear ‘C’Thuns’ whispering and making 
noises. And if that did not creep you out enough if you 
look closely outside of the leatherworking shop you 


will find hidden in the grass two child sized skulls. 


KING TERENAS’ THRONE ROOM: LORDAERON 


In the very room is where Arthas Menethil killed his 
father King Terenas Menethil Il. As you approach the 
throne room you can feel the ancient chill of death. The 
destroyed bells ring. If you turn up your ambience up 
you can hear King Terenas’ last words and the whispered 
cheers for the ‘citizens’ in the courtyard. There is also 


a blood stained trail of that fateful day According to 


the lore after murdering his father Arthas then led 
the Scourge in killing the citizens of Lordaeron. If a 
person where to cast an area of effect spell or a detect 


invisibility one may find ghosts lined in the courtyard. 
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THADDIUS: NAXXRAMAS 


Naxxramas is in it's own right a spooky place, 
however, one of the bosses in the Construction 
Quarter holds a very dark creation secret. Within the 
Construction Quarter there are bosses and t-mogs 
animated in the Frankenstein monster creation 
theme. As you go through the lower parts of the 
Naxxramas raid you can hear voices that sound like 
women and children crying for help. At first discovery 
it can be in the hero's heart to be able to ‘save’ these 
victims from their torture. However, their fate has 
already been determined. The boss Thaddius is 
“built from the flesh of women and children, it is 
said that their souls are fused together - eternally 
bound within that foul prison of flesh.” When fighting 
Thaddius, there are numerous different voices, 
once Thaddius is slain the monster thanks you for 


killing him and the desperate pleas for help stop. 
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THE LEGEND OF STALVAN MISTMANTLE 


The Legend of Stalvan Mistmantle is a quest chain. 
The NPC Madame Eva sees in her cards that her 
granddaughter Alyssa is in danger. In her investigation 
through a trance, the only clue she received was the 
name of Stalvan. When probing more you find that during 
a stormy night Stalvan left the Lion’s Pride inn only 
wearing his bedclothes screaming during a downpour. 
He left behind his letters in the inn and never returned. 
Curiously after picking up or handling Stalvan’s personal 
effects, one may find themselves cursed. Upon further 
investigation the past begins to tell a story of the School 
instructor/personal tutor, who fell in love with his 
student's sister, who was already betrothed. According 
to the questline and lore it is a bit musty if she had 
feelings for Stalvan; as in the investigation there is only 
mention of the young woman handing Stalvan a flower, 
once. One day she introduced her fiance to Stalvan and 


insulted him by introducing him as “a nice old man.” The 
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young woman, her entire family, and groom-to-be were 
all murdered with an axe, in what was described as a 
massacre. The bodies were hidden and Stalvan moved to 
his current home in Duskwood; Manor Mistmantle; alone, 
mad, and undead. After the questline ends your choices 
of reward are the axe or his ring. Curiously enough in 

the Caverns of Time you can see Stalvan Mistmantle in 


Old Hillsbrad Foothills asleep on his bed in Southshore. 
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INVINCIBLE 


So not only is Invincible a super awesome mount; but 
he has some really spooky lore. Invincible was not only 
the mount of Arthas as the lich king; but also, his horse 
when he was known as Prince Arthas Menethil. The 
horse was named out of the basis of tradition. Arthas's 
father King Terenas’ horse was named Courageous. It 
is said according to lore that Invincible’s tragic death 
was one of the events that led Arthas on his path to 
becoming a Paladin for the Knights of the Silver Hand. 
During a blizzard, Arthas had Invincible jump instead 
of carefully going around. This was a path they had 
taken many times; however, the great steed lost his 
footing, throwing Arthas down and knocking him out. 
When Arthas awoke the horse was too badly wounded 
and they were too far away from the Balnir Farmstead 


to get help. Invincible’s two front legs were broken. 


Arthas took his sword and ended his noble 
steed’s pain and suffering. After patch 3.0 
a dug up grave near the Balnir Farmstead 


appeared. The stone over the grave reads: 


“INVINCIBLE 
BELOVED STED QF 


M | 
OYAL AND GREAT | 
N 7 


R 

FIND PEACE 
PURE STR 
GREE 
YEVOTE 


It is said that after Arthas murdered his 
father he then went to Invincible’s grave 
and resurrected his beloved steed. 
By Jezi 
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Boys and girls of every age 


Wouldn't you like to see something strange? 


Come with us and you will stare 


At this, the realm of the Nightmare. 


This is the Nightmare, this is the Nightmare 


Satyr scream in the dead of night 


This is the Nightmare, everybody make a scare 
Trick and cheat till the neighbors all die of fright 
It’s our time, everybody scream 


In this realm of the Emerald Dream 


| am the one that was left for dead 


Bark gone dark, and eyes glowing red 


lam the one hiding within the tree 


Vines like snakes and spiders running free 


This is the Nightmare, this is the Nightmare 


The Nightmare! The Nightmare! The 
Nightmare! The Nightmare! 
In this realm we call home 


Everyone hail to the Nightmare song 
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In this realm, don’t we love it now? 


Everybody's waiting for the next surprise 


Round that corner, man hiding in the burrow den 


Something's waiting to pounce, and how you'Ll... 


Scream! This is the Nightmare! 


Red ‘n’ black, with ashy glare 
Aren't you scared? 
Well, that’s just fine 
Say it once, say it twice 
Take a chance and roll the dice 
Hide with Elune in the dead of night 
Everybody scream, everybody scream!!! 


In our realm of the Emerald Dream! 


| am the druid with the torn-away face 


Here ina flash and gone without a trace! 


lam the “who” when you call, “Who's there?” 


| am the ash blowing through the air 
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lam the shadow on the moon at night 


Filling your dreams to the brim with fright 


This is the Nightmare, this is the Nightmare 
The Nightmare! The Nightmare! The 
Nightmare! The Nightmare! 
The Nightmare! The Nightmare! 


Foolish mortals everywhere 


Life’s no fun without a good scare 


That's our job, what could that mean? 


In this realm of the Emerald Dream 


In this realm! 
Don't we love it now? 


Everybody's waiting for the next surprise! 


The Nightmare Lord might catch you when you're bored 


And scream like a banshee 


Make you jump out of your skin 
This is the Nightmare, everybody scream! 


Won't’ ya please make way for a very special guy 


Our man Xavius is Lord of the Nightmare realm 


Everyone hail to the Nightmare Lord! 


This is the Nightmare, this is the Nightmare 
The Nightmare! The Nightmare! The 


Nightmare! The Nightmare! 


In this realm we call home 


ByTaylor 


Everyone hail to the Nightmare song 


La la-la la, the Nightmare! The Nightmare! 
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HISTORY REPEATING 


s I've played my way through Legion's zones 

in the last weeks, a lot of thoughts have been 

percolating. It occurs to me, after some long 
and thoughtful reflection, that there's more of the past 
on the Broken Isles than perhaps existed in the whole of 
Draenor. Many players were unhappy at the ‘Back to the 
Future’ narrative that we ended up with in Warlords, but 
that expansion has served a great many other purposes, 
only some of which are now becoming apparent. One of the 
overriding skills of the Blizzard design staff is the ability 
to recycle content: Legion, like it or not, has a great deal 
of just that. However, none of the reused elements seem 
that way, and the means by which the entire journey is 
presented makes it look and feel like an entirely different 


experience. 
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By Sarah Reeson 


If we use the Val’sharah zone as an example, | doubt 
you'll find a Druid who isn’t beside themselves with joy that 
they've been given the Emerald Dream to redeem and that 
bosses inside instances will notice the Artifacts they are 
wielding and comment on them. However, when you look 
closely at what that means on the ground, it is in effect 
simply a high-definition reproduction of areas such as 
Felwood or Ferelas. The skins are different, but in essence 
it is the same combination of satyr, plant creatures and 
dryads that you would find in the Classic zones. What you 
get however is far better backdrops: beautiful buildings, 


stunning foliage and amazing water effects. 
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Part of me wonders if there isn’t a long term objective 


in all of this upgrading. Maybe for the next Expansion 
the design team will go back to the Vanilla locations, 
taking all these backdrops with them, in order to update 
everything to the beauty that Legion possesses. Certainly, 
with the changes coming in 7.1 to the low-level questing 
experience, it is apparent that more people are playing 
from 1-110 the old fashioned way, without taking a ‘boost’ 
via cash. In fact, in a move that took me by surprise when | 
boosted a character pre-Legion, the game itself suggests 
that perhaps skipping content as a first time player isn’t 
the answer. That was a revelation, and set me on this train 
of thought to begin with. If the future is to persuade players 
to do everything in game and not just current content, then 
introducing visual consistency would help greatly with 


recognition and ease learning curves. 


There are mobs in Suramar which {without spoiling 
content for people who have not been there] are a curious 


hybrid of Nightfallen and some underground dwellers from 


a well known previous expansion. One assumes that at 
some point this hybrid combination could have a greater 
significance, especially if linked back to the creatures that 
appear earlier in the ‘timeline’. For those of us who love 
our history, giving species an evolutionary ‘development’ is 
actually really useful, especially if mobs share the same 
basic abilities from the first time you encounter them at 
low levels. It helps you ‘learn’ how to fight them, and that 
then carries through from the beginning of your journey 


until the end. 


The problem undoubtedly with so many Expansions, and 
so many variants of end game content, is that consistency 
often doesn’t exist from one to another. Speaking with my 
Skinners hat on, for instance, it would be lovely that | could 
skin spiders across twelve years of content, but for now 
that’s only possible from [approximately] Wrath onwards. 
Similarly, birds only became skinning targets in Legion (or 
was it Pandaria?) and here's where the disparities really 


begin to show. If Blizzard could standardise the processes, 
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remove the inequalities, it would make levelling far more 
intuitive and attractive to the new player. For now, even 
standardising gathering professions doesn’t account for 
the fact that there are so many extras that you will end 
up with that have no value: Black Lotus, for instance as a 
herbalist, used to be the grand prize in Vanilla and now... 


actually, do they even exist any more? 


For those of us who have over a decade's worth of history 
to look back on for inspiration, it can get really confusing 
working out what happens where in old zones. | have no 
idea how this works for new players, but if everyone had 
just one set of rules, | cannot imagine this would make 
life any more difficult. This means that you don’t have to 
update old zones with questing, simply appearances, and 
maybe with the new style Professions ‘questlines’ to allow 
players true choice as to how they level going forward. 
On that front, if Blizzard stuck some of the new PvP 
objectives along the way? I'd be levelling new characters 
in a heartbeat. | LOVE the World Quests that make me kill 
enemy players, or even the free for all zone in Azshara 
where | watch fellow Alliance players go out of their way 
not to engage each other. Throw some of that into the mix, 


and it’s a potent combination of old with new. 


When you realise that time in Azeroth truly is a flat 
circle, that the comic book world we inhabit will keep 
telling the same stories but with different characters, a 
lot of things make sense. | have no problem with history 
repeating, in fact it makes things easier to remember and 
predict over time. If we are to see more expansions like 
Legion going forward, it makes increasing sense that they 
will use the old zones, that we will return to old haunts 
with new adventures hidden within them. If those zones 


are then afforded a high definition facelift, will it matter 
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that they are no longer the classic backdrops we recall 
from our ‘youth’? | think not, and believe that if done as well 
as | believe Blizzard are capable, there'll be a great way to 


pull the game into it’s second decade. 


| for one welcome our revisionist overlords and the new 


adventures they will bring with them. 


By Sarah Reeson 
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CORRUPTING AN ASHBRINGER 


The Corrupted Ashbringer is one of the most iconic 
weapons in World of Warcraft. In Vanilla, before the weapon 
became available in Naxxramas 40, players speculated wild 
ways to get that included everything from killing certain 
mobs, finding rare items, and even fishing in the Eastern 
Plaguelands for it. Alas for our tinfoil hat wearing sword 
wielders, the item was a highly rare epic drop out of Naxx 
40. 


In fact, the item was so rare that on my server alone, 
only one Corrupted Ashbringer dropped from the release 
of Naxxramas 40 until the removal of the instance. Many 
could argue that this was partially due to the difficulty of the 
raid, and that it was released just shortly before Burning 
Crusade. However, groups to go farm it and the shards 


for the Legendary Staff were quite frequent. Players with 


By Leanne Dugan 


a Corrupted Ashbringer in the streets of any city gained a 


crowd of admirers until Legion. 


So, when Devs announced that a Corrupted Ashbringer 
skin would be available, it was only natural that players 
would be looking for a chance to get their hands on the 


item. 


KNOWLEDGE IS EVERYTHING: 


Before you can truly start getting your new skin, you'll 
first need to have an appropriate amount of Artifact 
Knowledge. Artifact Knowledge 6 should do just fine, but 
if you have more, it won't hurt you at all. Keep in mind that 


if you were gaining Knowledge for another spec, it also 


applies towards your other two specs as well. 
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PREP IN ADVANCE: 


If you are waiting on Artifact Knowledge, you can still 
work on getting two books that you'll need to progress 
further once you have the appropriate amount of Artifact 
Knowledge, or consequently, if you have both of them, you 
can do this step right away anyhow. Both of these books 
belonged once to Nat Pagle and are a throwback to the idea 


that you could fish up the sword in Vanilla. 


One of these books is an item out of Alterac Valley that 
you can pick up by looting another corpse. It’s a white item 
called “Nat Pagle’s Guide to Extreme Anglin” Another is 
“A thoroughly Read Copy of ‘Nat Pagle’s Guide to Extreme 
Anglin’. 


Both of these items can be purchased on the Auction 
House if you're in a hurry and have the gold to spare, but be 
warned, the price has gone up significantly now that people 


know paladins are looking to complete this quest. 


You can also go get the head of Nefarian while you wait, 
and keep it in your bags. Since the head offers no really 
good rewards for turning it in, and you'll need it later in your 
questlines, it's best to pretend you're not carting around 


the head of a dragon. 


CREATING A BOOK FIT FOR A HIGHLORD: 


Once you have both books, and the appropriate Artifact 
Knowledge, return to your class hall, and visit Sister Elda. 
She'll have a chat option that will allow her to react to the 
items, and even allow her to offer to bind the books together 
for you. If you agree, she'll reward you with an new book 
called “A Complete Copy of Nat Pagle’s Guide to Extreme 
Anglin” 


If you haven't killed Nefarian, now is the time to do it. 


Again, resist the urge to turn in his head for the sweet 


minimal gold reward. 
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RETURN TO DIRE MAUL: server hopping during the first few days as seeing “a Meat 
Grinder of Holy Light” with all of the AoE spells constantly 
Prince Tortheldrin, who was one of the bosses of the going off. 
Dire Maul West Dungeon, is now actually the person to talk 
to for the next step. In Vanilla it was heavily implied that he While this has been hotfixed to some degree allowing 


knew the location of the Ashbringer as well. appropriate multi-taps, it is worth it to make certain that 


you hit the Slime in time and avoid another long wait. 


Once the player finds him, he will direct the players to , 
either Alexia Ironknife for the Alliance in Chillwind Camp 
or Bardu Sharpeye for the Horde in the Bulwark in Tirisfal 


Glades. 


The final book can be found in Hearthglen, having 
belonged to Grand Inquisitor Isillien. Isillien is previously 
known for having been present for the creation of the 
Ashbringer, the teacher of Tirion’s son, as well as a 
prominent member of the Scarlet Crusade. The book 
details how he tortured a wizard with his magic until he 
was nearly dead, only to leave him in the plaguelands near 


“a particularly vile slime.” 


DANCES WITH OOZES 


One of the most time consuming tasks of the questline is 
waiting for a Large Vile Slime to spawn in the plaguelands. 
The Slime itself is a large red blob with a skull on it and 
some sticks and other items suchas possible bones sticking 
out. The mob can be found along the Thondroril River on 
the Western Plaguelands side. Many players have waited 
upwards of 16 hours or more. Some have even waited more 
than 30 hours. When most people reached the appropriate 
artifact power, only 5 people could tag the mob for credit, 
leaving the additional players on each realm to continue 


waiting until the next spawn. Many Paladins described 
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Slime will drop an item called Timolain’s Phylactery, 
which, according to the text on the item, contains the spirit 


of Timolain, a former mage of the Scarlet Crusade. 


FISHING WAS PART OF THE PLAN ALL ALONG: 


One of the last parts of the questline 


leaves you fishing in the Thondroril 
River between the Eastern and Western 
Plaguelands for a Shard of Darkness. 
While some players have looted the item 
very quickly in under 200 casts, other 
players have had trouble. For example, 
two paladins in my guild looted the ooze 
at the same time, but got completed the 
next step two days apart. Your fishing skill 
does not matter, and equipping better 
fishing items will not make this step go 


any quicker. 


THE LAST STEP: 


Once you have fished up the Shard of Darkness, return 
to your Class Hall. You'll want to speak to Lord Maxwell 


Tyrosus. 


Unfortunately a common problem many players face is 
that if you have sent him out on a mission, you'll have to 
wait until he gets back. It might be worth it once you are 


on the Slime step to keep him out of your mission rotation. 


Once you have spoken to him, you will be sent to 
Acherus. You can only fly there using current Dalaran, as 
Northrend Dalaran did not have a direct flight point. After 


that, congratulations! You have your very own hidden skin! 


ADDITIONAL SKINS: 


There’s a multitude of additional skins that you can 
unlock for your hidden appearance. Some of them look 
particularly great, such as the Honor Kill skin reward. 
Completing World Quests, Honor Kills, and even Dungeons 
will help unlock them. If you don’t love your Corrupted 
Ashbringer for some reason, you can transmog over it, and 


still get credit for your efforts. 


By Leanne Dugan 
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MOUNT OF THE MONTH: 
THE FATHOM DWELLER 


The specific World Quest the mount is dropped from 


is called DANGER: Kosumoth the Hungering. This is the 


he Fathom Dweller is a elegant purple jelly fish 
mount with ornate purple and gold seating and 
tentacle caps. This mount was released with 
the Legion expansion and is only obtainable through an 


unlockable world quest. 
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same quest you can also obtain the Hungering Claw battle 
pet and the quests seem to rotate between mounts and 
pets every two weeks. To unlock this world quest there is 
an attunement process. The attunement can take a few 
hours as there is a collection process of ten orbs; that 
must be collected all over the Broken Islands. After you 
complete the collection portion of the attunement you can 
then unlock the world quest and go kill Kosumoth and to 


get your Jellyfish! 


There are numerous guides out to obtain the mount, 
some that actually list coordinates to the orbs. For a mount 
collector, a mere couple of hours is worth the wait and 


effort to claim this beauty. 


By Jezi 
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MY ADVENTURES T0 FIND 
KOSUMOTH 


‘m a fifthly causal now, | don’t get play or see the 
game in-depth like | used to. | miss it, but | get there 
eventually. Over the last month, I've heard all about 
Kosumoth, the hidden boss in Legion that takes quite an 
adventure to unlock. A series of not-really-quests, that you 
have to follow in order before you will become loot-eligible 


for this ugly monster, was on my to-do list for last week. 


| used a number of guides, WoWhead comments, and my 
husband's somewhat unreliable addon on my adventures. 
So | thought | would bring you some screenshots, so you 
can see just what this journey entails. Side Note: start this 
on Tuesday after reset as there is a hidden weekly reset 
timer. You don’t want to do this twice on the same character. 
Second side note: the orb will glow a brilliant purple very 
briefly and then become unclickable. Once this happens 


you are g2g. 
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STEP ONE: FIND THE ANTI-SOCIAL ORC. 


“Go Away”... No. | don’t want to. | just want my world 
quest. Talk to this Orc until he tells you to get lost. Maybe try 
a few extra times, just for certainties sake. He is at (37,71] 


on the Broken Shores area of the Legion map. 


STEP TWO: DON’T GET EATEN BY THE DEMONS. 


There is a cave with a tiny, itty, bitty, piece of dirt you need 
to pick up. If you have talked to the Orc and there are still 
rocks blocking the entrance, just re-log to fix it. Oh and 
don’t get eaten by the giant demons. Note: you can not be 
Leap of Faith’d into the cave and get the dirt, it won't be 
there (tried it). The cave is at (57,52) on the Broken Shores. 
There are two ways to get to it, once considerably less scary 


and from the ocean shore line. 


World of Warcraft Community Maga i 


STEP THREE: GO BACK TO ANTI-SOCIAL ORC. 


You need to talk to him again. | felt kind of bad, but you 
know, I’m on a mission. Mounts and Pets are important, 


right? 


STEP FOUR: RUN AROUND THE 
BROKEN ISLES COLLECTING ORBS. 


There are 10 Orbs in Total. Props to the first person to 
find them, cause damn [and if you haven't done it, you have 
no idea). It is... insane. Here are the coordinates for each 


orb. 


ORB1(37.9, 37.4) 


ORB 2 (32.9; 75.8) 


The mob in front of it can be cc’d or controlled (demon). 
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ORB 3 (41, 81) 
KilLit, fast. 


ORB 4 (31.3, 76.9) ORB5 (59.3, 12.9) #-® 


Bring super swim speed fi le. go oe Sc He 7 


ORB 6 (67, 15) ie Lm 


: 18 OO ce 
Look for shar nono gone fatenough out. 
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ORB 7 (55.8, 38.6) 


ORB 8 (54.1, 26.3) ORB 9 (79, 89.0) 


ORB 10 (37,71) STEP FIVE: BACK TO THE ORC... AGAIN. 
It’s on the table beside the Orc that wants you to “Go 
Away”. Clicky clicky and you're finally done. 

You finish where you start, go figure. The last orb is on 
his table, then talk to him. He thanks you for saving him 
from the voices in his head, LOL. /claps (@ Blizzard. Once 
you have finished it completely, the world quest at the Eye 
of Azshara area on the Legion Map [bottom] will appear. If 


it doesn’t, again try logging in and out again. 


Good Luck Collectors! Hope while doing this, you have 


as much fun as | did. 


By Leanne Dugan 
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LORE OF THE NIGHTMARE 


efore the Legion’s invasion, the Nightmare’s 

origins were shrouded in mystery. However 

recent events (and a certain talking dagger of 
Old God origins) have revealed much about this ancient 
threat to the Emerald Dream. As it were, a very long time 
ago, a group of Druids attempted to grow a World Tree in 
the Grizzly Hills of Northrend. It started off rather well, 
the Druids named their new tree Andrassil and watched 
their first attempt at making a Word Tree grow. However, 
once it was fully mature, it was discovered to have a taint 
of unknown darkness; the tree was renamed Vordrassil 
and destroyed before its corruption could spread. Well, 
almost. What the ancient Druids didn’t know is that they 
built their World Tree on the top of subterranean prison of 
an Old God known as Yogg-Saron. Yes, that Yogg-Saron; the 
Lucid Dream, the Monster in our Nightmares, the Fiend 
of a Thousand Faces. See where I’m going with this? The 
roots of Andrassil went deep enough to daintily caress the 
Old God's prison and that was all it needed to grab hold 
and start leeching out into the world. Now, because Druids 


were involved, this World Tree also had roots in the Emerald 
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By Taylor 


Dream; and so low and behold, by the reach of Yogg-Saron, 


he Emerald Nightmare was born. 


Eventually Xavius became involved, but I'll go more into 
hat a little later. The Emerald Nightmare has been said to 
be constantly moving and shifting within the Dream. Over 
he last decade or so it has shown up in various places all 
over Azeroth. However, with the invasion of the Legion, it 
has finally taken over Shala’drassil, the entryway to the 
Emerald Dream, and half of Val'sharah, the birthplaces of 
he Druids. It is in Val’sharah that we have set our collective 
eet down to oppose Xavius and his Old God masters before 


hey can do any more damage to the Waking World, or the 


Dream. But the Nightmare Lord is not alone. 


Of all the bosses of the Emerald Nightmare only two are 
names we haven't seen before: Nythendra and Il’gynoth, 
the Heart of Corruption. Nythendra was the guardian of 
Shala’drassil, as such, she was at ground zero when the 
Nightmare starting seeping into the Waking World. | don’t 
think she was even aware of it when it took hold of her; 
Val’sharah had remained peaceful 


and undisturbed for decades before 
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the Legion invasion. The Emerald 


consumed 
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Dragonflight’s | purpose 
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during the Fall of Deathwing, Xavius 


[A 


thought dead after the War of the 


Nightmare, what was there to harm 


the heart of the Druid’s homeland? Now she stands as the 


gatekeeper of the Nightmare, shrouded in pestilence and 
yet still completely devoted to the Dream. After all, just 
because the Dream changes it doesn’t mean your oath to 
protect it has. As for Ilgynoth, it is a cyst. Something that 
should not even exist. It is an amalgamation of the horrors 
released by the Nightmare, given sentience. Its presence 
only confirms the Old Gods’ hands (erm...tentacles?) in 
the Nightmare. It seems with the absence of Yogg-saron, 


N’zoth has taken over stewardship of this realm. 


As we progress deeper into the Nightmare we start to 
run into familiar faces and its tragic. One such face players 
might recognize if they ever did any PvP in Alterac Valley. 
Elerethe Renferal was a Kaldorei Druid who attempted to 
preserve the flora and fauna of the Alterac Valley in the wake 
of a conflict between Alliance and Horde forces. Ultimately 
she failed, but she never gave up trying. She knew Malfurion 
personally and was one of those present at his wedding to 
High Priestess Tyrande. When the conflict between the 
Alliance and Horde threatened to spill into outright war 
during the Cataclysm she was present at a peace talk 
with between Druids of both factions in Ashenvale. While 


engaging in these talks they were attacked by Orcs from the 


Twilight's Hammer Cult posing as members of the Horde. 
She died believing that Archdruid Hamuul Runetotem had 
used their friendship to lure her and her people into a trap. 
Her spirit drifted in the Emerald Dream, consumed by rage 
and hatred where she was an easy target for the Nightmare. 
Recruited by Xavius, she is responsible for the part of the 
Nightmare connected to the Thunder Bluffs, intending to 
bring down the Tauren city once her webs have spilled into 


the Waking World. 


Of all of Xavius's lieutenants, Reneferal is not the only 
tragedy consumed by the Nightmare. Ursoc the Mighty, bear 
Ancient and Wild God, has suffered again and again under 
the yoke of the Nightmare. Ursoc and his brother Ursol 
were patrons of the Furbolg tribes and later the Druids of 
the Claw. The two bear Ancients fought in the War of the 
Ancients and ultimately died defending the land against 
the Legion. Ursoc made his lair in the Grizzly Hills, not far 
from the World Tree Andrassil. While his spirit regenerated 
in the Emerald Dream, his Furbolg followers thought they 
could resurrect him by using the powers of Vordrassil. 
This did not end well, because of the corruption of Yogg- 
Saron he came back as an undead monster and had to be 


put down and cleansed. Returning to the Emerald Dream 
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to rest he would once again be called on but this time by 
the Druids of the Claw, who sought to gain his blessing to 
use the artifact known as the Claws of Ursoc. During this 
petition they were all attacked by satyr and the Great Bear 
was dragged into the Nightmare, falling to its corruption. 
He returned to his Den in the Grizzly Hills part of the Dream 
and plunged it into the Nightmare. However, the noble bear 


is still desperately trying to resist his corruption. 


Speaking of long and complicated histories with the 
Nightmare, the Emerald Dragonflight, stewards of the 
Dream, have suffered under its yoke as well. In particular, 
four of Ysera’s greatest lieutenants; Ysondre, Lethon, 
Emeriss, and Taerar, have fallen to corruption and have 
become known as the Dragons of the Nightmare. Each 


dragon was located near an Emerald Dreamgate (Dream 
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Bough, Twilight Grove, Seradane, and Bough Shadow 
respectively). While they rampaged in their respective zones 
(Feralas, Duskwood, the Hinterlands, and Ashenvale again 
respectively) it was up to brave heroes to band together 
and take them down. However the nature of the Emerald 
Dragonflight and the powers of the Nightmare would prove 
enigmatic as the dragons would avoid death by retreating 
into the Nightmare and show up again during the War 
Against the Nightmare. Over the course of the Cataclysm 
they would however each meet their own end. Lethon was 
killed by Eranikus during the War Against the Nightmare, 
and Emeriss by High Priestess Tyrande Whisperwind 
during the same time. Taerar was later killed by Ysondre, 
who had managed to shake off her corruption in the wake 
of Xavius’s defeat. Afterward, she knew that she couldn't 
return to the Emerald Dragonflight and so went into a self 
established exile to live the life of a hermit. Her freedom 
was short lived, with Xavius returned and bolstered by the 
Legion she has once again fallen to the Nightmare. The 
spirits of the other dragons roamed the Dream and so upon 
Ysondre’s return to the Dreamway were called into reality 
once again. The Dragons of the Nightmare had returned, 
using the four portals they once guarded to spread the 


Nightmare's corruption into the Waking World. 
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However the greatest victory of the Nightmare was the 
corruption of Cenarius. Cenarius, Lord of the Forest, the 
Father of Druids, Son of Elune and Malorne, Ancient of 
Nature, and Demigod Guardian of the Dream. He is THE 
big deal in the world of Azeroth when it comes to its natural 
environments. He fought in the War of the Ancients, 
taught the Kaldorei and Shu'halo the art of Druidism, and 
protected Kalimdor during the Third War. He met his first 
death at the hands of Grom Hellscream. When his spirit 
returned to the Emerald Dream he saw the Orcs stand 
with the Kaldorei in defense of Hyjal against the Legion 
and so forgave them for his death. During the Cataclysm 
he was one of the group of Old Gods that returned to life to 


protect Hyjal from the Firelord Ragnaros. When the Legion 


invasion begins Cenarius falls into a sicked slumber and is 
slowly being corrupted by Xavius. Ysera tries to save him 
but falls to the corruption herself and finally the Demigod 
is dragged into the Nightmare. However Cenarius doesn't 


appear to be turned by the Nightmare, the corruption 


only able to fool and twist his mind into thinking it was the 
Dream and everything else were agents of the Nightmare. 
After a great battle Malfurion is able to purge the sickness 
from him and restore the Lord of the Forest to his rightful 


state of mind and health. 


Once Cenarius is cleansed there is only one more 
problem to deal with: Xavius the Nightmare Lord. Xavuis 
was a powerful Highborne Mage in service to Queen 
Azshara, it was he who convinced his Queen to trust the 
Legion and accept Sargeras into Azeroth. For his loyalty 
he was granted great power by the fallen Titan but was 
ultimately destroyed by a young Malfurion Stormrage. As 
it were, Sargeras returned the Highborne back to life but 
not as an elf, instead he twisted and disconfigured his body 


and made him the first of the Satyr, branding him forever 
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as a servant of the Legion. Again Malfurion (with the help 
of Shandris Feathermoon) was able to defeat him, this time 
he used his druidic powers to imprison Xavius inside a tree. 
Its assumed that Xavius's tree survived the Sundering, due 
to the intervention of the Old Gods who were also helping 
Queen Azshara. With the help of N’zoth, Xavius was able to 
worm his way into the Emerald Dream and then become 
the Lord of the Emerald Nightmare. Xavius built his power 
in the Nightmare until he was finally able to try to merge 
the two realms, that of the Nightmare and the Waking 


World together. Fortunately, our hero Malfurion was able to 


stop him again and kill him. 


At this point some might be a little confused, if he was 
killed during the War Against the Nightmare, how is he 
back spreading his influence in Val'sharah? While there's 
currently no exact explanation, | think that Xavius is the 
cockroach of Azeroth, no matter how many times he dies 
he somehow manages to keep popping back up. What had 
happened was that after his death, the Nightmare Lord's 
essence retreated to the Rift of Aln, where it was able to 
regenerate. Why didn’t Malfurion cleanse the Rift of Aln 


while he was cleansing the rest of the Dream? Simple 


because he couldn't, the corruption of the Nightmare was 
very stubborn here and so the Archdruid sealed it off with 
the intent to return later. It was actually a fragment of the 
Rift of Aln that was found in Archimonde’s possession after 
his defeat on Draenor. As was the case in order to kill Xavius 
once and for all he needed to be attacked in the Heart of the 


Nightmare, where he was strongest, the Rift of Aln. 


Champions of Azeroth ventured into the Rift in Malfurion’s 
stead, as he was too close to the Dream he would have 
fallen to corruption if he had gone there himself. After the 
(hopefully) final death of Xavius the Nightmare vanished. 
The Rift of Aln was purged, and the Emerald Dream was 
cleansed. Cenarius stood triumphant with Malfurion and 
the spirits of those who fell to the Nightmare were finally 
able to find peace in the Dream. It seems at long last the 
Nightmare is over, however in a cave in the Dream there is 
a small remnant of shadow. Perhaps a touch of N’zoth, the 
Last of the Old Gods on Azeroth. Perhaps the Nightmare 
cannot truly be vanquished until N'zoth is dealt with. Right 
now, however, with the Legion on Suramar’s doorstep 
seeking to control the Nightwell, we have other more 


pressing concerns to deal with. 


By Taylor 
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WHERE | STOOD 


We World Quest together, knock off the weekly World Boss 


‘lL let you into a secret: when | heard that 7.1 would 

be released on the week of my birthday, there was 

panic. Admittedly it didn’t last very long, but with this 
announcement came the very real understanding that 
I'm never going to be as organised as | was for previous 
Expansions. It isn’t Warcraft’s fault however, and when | 
see players complaining that they're hopelessly behind, | 
think that perhaps they don’t understand the importance 
of having too much to do. I've written about this at length 
on my blog: this Expansion is constructed for everyone, 
from fastest to slowest. The only difference for most of us 
isn't content presented, but the speed we are capable of 


individually consuming it. 


For me, that means a couple of hours, a few times a 
week, normally with my husband who is similarly time- 
starved. Amazingly however when we're both able to play, 
it’s a joyous and really satisfying experience, far more than 


| can remember at any point in the last few Expansions. 
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By Sarah Reeson 


and LFR. Nothing takes longer than about 30 minutes 
to complete, and as a result there’s the opportunity to 
experience a range of different tasks in the process of an 
evening. Despite the restraints on time, there also remains 
the opportunity to immerse myself in an epic storyline 
thanks to Suramar, perhaps the most impressive part of 


Legion. 


| never thought I'd find myself falling so in love with end- 
game content, but it happened. Amazingly | wasn't even 
aware it was taking place, until the first time | understood 
the true horror of what the Nightfallen had done to save 
themselves and avoid the Legion at their first time of 
asking. The dependency they now have on mana and the 
consequences of living without is a salutatory metaphor for 
gaming addiction, compulsive behaviour and all manner 
of other evils that could easily be said to lurk in the world 


of pixels | inhabit. Speaking as someone with an addictive 
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personality, there are a great deal of very well-placed 
references and nods to that path in the Suramar plot, and | 
cannot help but be impressed at the depth of back-story we 


are presented with. 


However this pales into insignificance next to the 
realisation of the effort put into the artwork and design for 
a zone which is a joy to traverse, and is packed to bursting 
with secret places and amazing revelations. Most notable 
amongst these for me are the locations of both teleporters 
and ley line beacons, which sent me on several days of 
joyous exploration to uncover them all. Then | was told a 
secret, which I’m going to share with you. Go look at the 
‘map’ of ley line locations in Meredil. You know, the large 
collection of pillars and columns on the ground floor of the 
structure, where the roots of your mana ‘tree’ grows. That's 
not just set dressing, but an actual map of the zone, which 
shows exactly where each of the transmitters are that you 


need to reactivate can be found. 


It is touches like this that transform a zone into a living, 
breathing adventure, and when you go to hunt for the secret 
places it becomes less like a game and more immersive 
entertainment. | know other people have complained at 
the amount of work required to complete Professions in 
Legion, that Mythics are too hard to complete, but honestly 
| wouldn't know, because I’m still not done with the former. 
Until I've done all the quests and completed all the recipes, 
| don’t even care about Mythic content, though it must be 
said that this outlook might change when Karazhan goes 
life. However the fact remains that none of this content is 


going anywhere any time soon. There's no need to stress, 


and plenty of time to still explore. 


Between you and me | still haven't finished all of the 


questing in Azsuna. | only possess three out of the five 
Pillars of Creation, which means [I believe] I’m missing out 
on a third relic slot in my Artifact. | still do decent enough 
damage, but with LFR set to provide a whole new three 
boss raid next week? That's probably something | could get 
on with completing. Then there's my Class hall quest... and 
the list goes on. If this were the old me that had a meltdown 
in Pandaria when it became apparent | couldn't keep up 
the pace, there'd be paper everywhere and lots of wailing 
and panicking, plus late nights | can ill afford. In the end, it 


is only a game, which seems odd to say when I'm here to 
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write about it, but that’s the truth. | do what | can, and love 
the process more than | think has been the case since... 


well, ever. 


I've already stated in many places that | think this is the 
best Expansion that’s ever been produced, and that's an 
assertion | feel can be made with confidence. When you 
look at the sheer range of content on offer, from hardcore 
all the way down to total casual, there really should be no 
complaints from anyone that they're not being accounted 
for. Of course, there are still those that will find issue, but 
I'm think they'd do that regardless of what was presented. 
Some people, after all, are never satisfied. For everybody 
else, you have an opportunity to pick and choose what 
you play, and how, with pretty much no penalty as a 
result. Even though my weapon's not finished nearly two 
months into Legion, | still do decent damage and have a 
whale of a time. | reckon that means that the balance in 


the game thus far remains pretty sound. 


Where | stood in Vanilla is a very long way from where | 
play now, yet my enduring joy is no less diminished. That 
counts for a very great deal in my mind, and | feel that 
whatever 7.1 may bring, all it will do is further fortify the 
position of this expansion as the best thing to happen 
to the game for a very long time. Whether exploring or 
fighting, fishing or questing, Legion has everything | 


could ask for, and | don’t think I’ve ever been happier to 


be part of the community than | am now. / 


By Sarah Reeson |p |  — g 
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OBTAINING A 


SATISFACTORY HEAD 


halkiel has to be one of my favorite 
additions to the Warlock class. Not 
just because he’s a skull, but also 
because he chatters away, offering notes 
on lore, history of races, and how magical 
abilities of spells like Xavius’ disguise in 
Darkheart Thicket works, or the binding 


spells in Eye of Azshara is a disaster. 


So when it came to figuring out how 
to get him his hidden appearance, the 
Warlock Community was all aflutter with 
getting our new buddy the skin he always 
wanted. Well, the one he always wanted 
back. People tried taking him to go visit 
every Eredar they could think of, including 
Archimonde, both versions of him. | tried 
taking him to visit the Eredar Twins in both 
my Class Hall, and in the Sunwell, but alas, 


he didn’t even notice them. He did however 


have some things to say about Velen, but 


only that his revenge would come later. 


Other Common things that Warlocks 


speculated was that you needed to be 


By Drawie 


Exalted with Highmountain, Kill Xavious, 
be Exalted with several reputations 
that were not the Nightfallen, talk to 


Velen....All of these were incorrect. 


However, heads begin to drop for Warlocks 
as soon as they hit Artifact Knowledge 4 with 
no other requirements. To find the heads the 
trigger the questlines, Warlocks need to kill 
Eredar around the Broken Isles. There are a 
multitude of spots in the game, including the 


ever popular Highmountain Burial Ground. 


The most efficient spot however, is actually 
in Azsuna. The Eredar around Soul Engine: 
Apocalypse have a high rate of spawns, as 
does other ship in the same Fel area. Both 
have a very low rate of spawns that are too 
hard to solo. One little room has a common 
occurrence of up to 8 Eredar spawning at 
a time. As an added bonus, the item that 
starts the Affliction Hidden appearance 
can drop as well, though the questline for 


that item takes you elsewhere later. 


Getting the heads to drop can take some time. 
Sometimes they drop within a few kills, and sometimes 
the time between kills can take hours. Many 

warlocks combat this by forming a group through 

the group finder to help one another kill as many 
Eredar as possible. The groups really do seem to 

help: while | managed to get 3 heads alone, | got my 


last 3 within 20 minutes in one of these groups. 


When you receive your first head, A “Damaged Eredar 
Head” Thlkiel trigger a line of chatter about how he’s 
been wanting a head. The more you pick up, the more 
he finds things wrong with the heads, from having 
the wrong eye color, to looking a bit too much like his 
former apprentice (Archimonde). All of the heads will 
be grey items in your bags, but when you pick up the 
éth and final one, it will appear as an artifact. Clicking 
on it will apply the artifact appearance. Interestingly, 
the 6th head is tradeable to a party member, but no 


one I've met has been willing to tempt fate that way. 


The head itself does seem to move around and act 
far more animated than the original artifacts. It also 
comes in 3 recolors from the standard blue: grey, 
purple, and a bright red. These can be earned from 
doing numerous World Quests, gaining Honor Kills, and 


doing dungeons with the hidden artifact equipped. 
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OESN’T NEED TO BE SUCH AN 


EMERALD NIGHTMARE... 


By John Miller 


ith patch 7.1 and the newest addition to raid. You'll either got stuck in the tree above the raid 
Legion raiding coming up | just can’t think or be teleported just outside of Darkheart Thicket, 
of a better time to share some tips on so either way you're only a parachute cloak away. 


how to make the Emerald Nightmare less of a... well, a 


nightmare. Being a raid leader can be a Lot of fun, but it If you have a Warlock, consider summoning to boss 
can also drain your life essence away like a hemorrhage rooms, rather than into the raid in general. People 

in your soul; so why not save yourself some essence hate loading screens and, sometimes, so do their 

and make everything as simple as possible? | know if computers so the more of them you can skip, the 


I'd listened to myself years ago | wouldn't be writing 


this as a desiccated mummy, so heed my words! 


TRANSPORTATION 


While the Flight Master’s Whistle, hearthstones, 
and even teleportation to Order Hall's makes getting 
around easier than ever some flight paths leave 
something to be desired, especially when you're on 
your way to raid. Why bother running through hordes 
of corrupted Druids and treants when, instead, you 
can simply fly to Sylvan Falls, Highmountain and 
glide towards the raid? Using this “trick” I've made 


it much faster, and much less annoying, to get to the 
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better. Using Ursoc as an example, don’t summon to 
the hub next to Malfurion, have your Warlocks step 
through the portal before summoning up some warm 


bodies so you can start on trash that much sooner. 


Once you're at the raids, however, you'll need 


to fight the actual bosses. Which means... 


NYTHENDRA 


A simple fight, more or less what you'd expect from 
the first boss in the first tier, so there's only so much you 
can do to simplify it. The change that made the biggest 
difference, at least in our raid, was only marking where 
people can’t go. Now, of course, we're just shlubbing our 
way through heroic, so make as much use of this however 
you can. At first we were telling people where to run Rot, 
which side of the room and how to stack them. It took 


about five or six attempts to see no one was listening, so 


instead we just decided to mark where the room should 


be clean, rather than dirty. Of course you'll have a few 
people wonder close to the tanks, but at least you'll have 
one clear patch for the bug phase. More than not, at least. 


Also, this Dragon doesn’t have a tail whip, so that’s nice. 


ILGYNOTH, HEART OF CORRUPTION 


Just tell people to kill tentacles - sometimes that’s the 
best you can hope for. If they have a slime on them have 
them run it to the eye and sit there kiting it back and forth, 
just to make sure they'll all be in the right spot. Once 
you're actually inside the heart room have two separate 
times people leave, so if you worry about people being a 
little slow, just start counting down from fifteen and hope 


they take it to heart, it helped with our group at least. 


ELERETHE RENFERAL 


The best thing you can change here, for Heroic+, 
is to just mark two sides of the room, one for 
hurricanes and the other for poison, making sure 
the two markers are as far away from each other as 
possible. With the boss tanked in the center of the 
room everyone should have the time to get where 


they need, and back, with relatively little trouble. 


Going along with this, with the spiders, have 
a small group of people with taunts who know to 
pull them away, just so that spiders aren't going 
everywhere. It's also nice to give your melee feathers, 
or perhaps those who love eggs a little too much 


to make the passage between platforms safely. 
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URSOC 


Everyone's favorite care bear is a pretty basic (Bear 
bones?) fight as it is, but what worked best for my 
group was two separate teams with someone marked 
as a “just stack here” point that would rotate behind 
the boss. This way only two people need to know how 
the fight works while everyone else just stacks on their 


marker and runs behind the boss. Don’t be like us. 


THE DRAGONS OF NIGHTMARE 


Whenever | need to make two distinct groups, a 
key feature of the Dragons of Nightmare encounter, 
| always use the logs from other fights to put them 
together. One of the quickest methods of splitting a 
raid is to look at the damage for Ursoc or Nythendra 
and just cutting the meter down the middle, making 


the damage and healing similar between the groups. 


Another nice way to save time is to tell Mages the 


flowers buff their damage, they'll fall for it every time! 


CENARIUS 


Marking the corners of the room with a color, and 
using that color as the reference point (“Everyone go 
to Green”), can help out this fight. You can call “Go to 
Dryads” and some groups may understand, but it’s 
easier to lose something like that in the middle of 
a fight than a common color. “Go to green” is much 


simpler, since it takes memory out of it. A quick 


sweep of the room will tell you where to be so it's a 


simple way to save some mental processing cycles. 
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It also helps to have the boss and adds remain 
in roughly the same area. You don’t need a marker 
(If anything that may cause more trouble], but 
sticking to one side of the room can help a little, at 
least when you can. Tanks need the green puddle 


too, so just try to keep all as simple as you can. 


XAVIUS! 


Ah, what a time to be alive for this fight, thirty 
different phases and fifty different mechanics in each, 


wonderful! At least, it feels that way sometimes... 


Even though this fight is more complex than others 
on paper, there are a few way to help your raiders out. 
Marked locations for tanks to run to for dispels and DPS/ 
Healers to run Nightmare Blades and Lurking Terrors 
helps keep your tanks safe, your raid healthy, and your 


Dream targets maximizing their up-time on the boss. 


Keep these areas a healthy distance apart, but never 
too far off center, having an idea of where to go cuts 
down on “I've been picked” nerves kicking in, since it’s 
simpler to think “run to blue” than “run this where there 
probably isn’t other people and make sure my linked 


target is facing the right way”. It’s easier to type, too. 


For the final phase, at least on normal and heroic, 
it’s pretty hand to just kite Xavius onto the tentacles 
and cleave them down, but WoWHead would you the 
same thing, so what do you need me for? No matter 
how you end up downing the boss, keep up the good 
fight! For every face-pull after trash, every pool 


of Rot on blue, or every un-taunted spider, there's 


at least two raiders pulling average DPS while not 
actively standing in anything and those are the people 
we fight for as raid leaders. While this article was 
focussed on things you can change, understand that 
sometimes you just need to wipe on a boss to really 
see what's getting you. Inspired by Emperor Shaohao's 


famous quote “Change is good until it’s not”. 


Raid leaders need to make the fight work for their 
group and sometimes that means working outside of a 
FatBoss video or WoWhead guide and actively working to 
come up with a twist that works for you. Sometimes this 
is something small, sometimes it’s something drastic, 
but when the boss falls over and voice chats going crazy 


it’ all be worth it. Unless you roll gold, then... well... 
By John Miller 
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S END WORDSEARCH 


HALLOW 


In the spirit of all things spooky, we've crafted a Hallow's End special 


wordsearch for all your creeptacular linguistic needs! Enjoy! 
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REALM MAINTENANCE fa RHOWOW 
Episode 212: To The Victor - Rho discusses 
Ryan and Konfiscate from the Victor's 
Sanctum podcast at victorssanctum.com. 


World of Warcraft PvP and more with 
Sanctum podcast. Find the Victor’s 
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WORLD FIRST KILL 


Watch Exorsus take on Xavius in a World First Mythic. 


The GameOn Magazine 


~ PODCAST SPOTLIGHT 


Here at the World of Warcraft Community Magazine, we have the privilege to meet and interview a variety of 
amazing podcasters in the WoW community. But we don’t want you to lose touch with the excellent content out 
there, so every month, podcasters who have been interviewed by us will be sharing what they have been up to 
in the past month complete with links to their latest episodes ready for you to listen and download! 

Obviously this list will grow as our magazine does, but if you don’t see someone on here that has a podcast 


you love, and you'd love to see featured and interviewed email us at wowfagameonmag.com. 


TRAINING DUMMIES faTRAININGDUMMIES HORDE FOR LIFE f€ HFLPODCAST 

Episode 142: Vengeance is Mine - In episode Episode 152: Panda Hate - Rich tries to explain 
142 the boys are joined by Vengeance away his excuses for not playing, Kristine is 
Demon Hunter champion, Munkky. raiding again and Dustin had a child! 


LFRP 


oe 
LOOKING FOR ROLE PLAY 

LOOKING FOR ROLE PLAY faLFRPPODCAST BIND ON EQUIP faBINDONEQUIP 

Bonus Episode 7: This week, Tarcanus provides an Episode 304: The Doctor Can 


update about everything going on at the show.. See You Next Tuesday 


THE GAME CASE (aTHEGAMECASESHOW 

Episode 64: Ringmaster Kevin - Special guest 
Ringmaster Kevin from the Darkmoon Herald podcast 
joins Host Cuddles along with special guest host 
Turarts to discuss Legion, Lore, and Blizzcon! 


ven) SPOTLIGHT 


